Winner Determination problem (WDP) in combinatorial auction is an NP-complete problem. The NP-complete problems are often solved by using heuristic methods and approximation algorithms. This paper presents an imperialist competitive algorithm (ICA) for solving winner determination problem. Combinatorial auction (CA) is an auction that auctioneer considers many goods for sale and the bidder bids on the bundle of items. In this type of auction, the goal is finding winning bids that maximize the auctioneer's income under the constraint that each item can be allocated to at most one bidder. To demonstrate, the postulated algorithm is applied over various benchmark problems. The ICA offers competitive results and finds good-quality solution in compare to genetic algorithm (GA), Memetic algorithm (MA), Nash equilibrium search approach (NESA) and Tabu search.
INTRODUCTION
The combinatorial auction is a type of auction that bidders can bid on combinations of items. Auction's winners are given all items that bid. No item is given to those who don't win. Combinatorial auction allows bidders to bid for a bundle of goods (services and resources) and the valuation of the bundles depends on synergies between the individual goods, resources or services [1] . The combinatorial auction is expressed as follows: a set of m indivisible items that are simultaneously auctioned among n bidders [2] . In combinatorial auction, the goal is finding winning bids that maximize the auctioneer's income under the constraint that each item can be allocated to at most one bidder. Determining winner in CA is a complex problem and can be formulated as an optimization problem which is NPcomplete [3, 4] . The combinatorial auctions are used in transportation, resource and task allocation in multi agent systems, cloud computing and communication network [2, [5] [6] [7] .
Winner determination problem in CA is expressed as follows: the WDP consists of a set of m goods G={g 1 ,g 2 ,…,g m } and a set of n bids B={B 1 ,B 2 ,…,B n }. Each bid B j includes a tuple <M j ,P j > where M j is a set of items (M j ⊆ G) and P j is the price of M j (P j ≥0 , P j ϵ Ʀ). Also consists a matrix A m×n where A ij =1 if the good g i is offered in M j by bid B j and A ij =0 if good G i is not offered in M j by bid B j . The auctioneer's objective is to calculate an assignment X={x 1 ,x 2 ,…,x n }, ∀x j ϵ {0,1} to determine winner. When x j =1 bid B j is accepted (a winning bid) else (x j =0) this is a losing bid.
The WDP can be formulated as an integer linear program:
Function (1) maximizes the auctioneer's income which calculated as the sum of prices of the winning bids. Function (2) is the constraints that mean the item can be allocated to at most one bidder.
RELATED WORK
All works done for this problem is classified into three classes [2] : a) Approximation: the algorithms that find an approximately optimal allocation. The algorithms find winners quickly, but these algorithms don't guarantee optimum solution for all problems. In paper [7] , authors present a general technique based on maximal in range mechanisms that converts any α-approximation non-truthful algorithm (α<1) for this problem into Ω( ) and Ω(α)-approximate truthful mechanisms. When agents have a general multiparameter function, social welfare in the oracle model is Ω( √ ) [8] . In [9] is
given Ω( √ ) -Approximate truthful mechanism for sub-additive valuation function. b) Special cases: focus on special cases that can be solved efficiently. In first case, bidder request a bundle of two items. The second case is the linear order case. In this case items are ordered in a linear order and each proper bundle is for an uninterrupted segment of items. Paper [10] reviews greedy mechanisms for truthful combinatorial auction in special cases which agents are interested in sets of size at most s. Also in the paper [11] , the authors present a more sophisticated search algorithm in special case. c) Heuristics: A NP-completes are problems that we cannot write algorithms for them to run in polynomial time and obtain optimal outputs on all input instances. In this category, algorithms try to find optimal (or near optimal) answers in a reasonable time. Casanova [12] is a stochastic local search method proposed in paper [12] . In this paper Casanova is compared with the combinatorial auction structural search (CASS) [3] that is a branch-and-bound algorithm. The results show that Casanova is faster than CASS and also always find a better answer. In paper [13] is proposed a method based on hybrid simulated annealing (SAGII). SAGII includes an embedded branch-and-bound move. The SAGII is compared with the Casanova method and results show SAGII is better than Casanova. Paper [14] proposes four meta-heuristic (stochastic local search, Tabu search, genetic algorithm and memetic algorithm) for solving the winner determination problem. The results in this paper show that memetic algorithm provides competitive result and find a good-quality solution in comparison to other algorithms. But the runtime memetic algorithm is not better than other algorithms. Also, paper [15] proposes a different evolution algorithm and competitive with genetic algorithm and memetic algorithm. On paper [16] is proposed Nash equilibrium search approach (NESA) that is compared with genetic algorithm and results show that NESA is better. Also, the results show that the solution quality is near optimal. The well-known complete algorithms for the WDP are based on the branch-and-bound method. Paper [17] proposes the iterative deepening A*, the Branch-onitems (BoI), the Branch on Bids (BoB) and the combinatorial auction BoB (CABoB) [17] .
AN IMPERIALIST COMPETITIVE ALGORITHM FOR THE WDP
The imperialist competitive (IC) is a computational algorithm that is utilized to solve optimization problem of different types [18] . The main basis of this algorithm is assimilation, imperialistic competition and revolution.
The ICA algorithm starts by generating a set of candidate random solutions in the search space of the optimization problem. The generated random points are called the initial Countries. Countries in this algorithm are the counterpart of chromosomes in GA and particles in Particle Swarm Optimization (PSO) and it is an array of values of a candidate solution of optimization problems. The cost function of the optimization problem determines the power of each country. Based on their power, some of the best initial countries (the countries with the least cost function value) become Imperialists and start taking control of other countries (called colonies) and form the initial Empires [18] .
In this section, an imperialist competitive algorithm is proposed to solve the winner determination problem. The main background of proposed algorithm is presented in the following subsections:
COUNTRY REPRESENTATION
For simulation of a country, a binary vector (A) having n genome is utilized where n is equal to the number of bids. The value of each component is 0 or 1. Here 1 present accepted of bid and 0 present rejection of bid.
THE INITIALIZATION OF THE COUNTRY
We use the random key encoding (Rk) [19] for creating a new country. The random key operates as follows: we create n real number between 0 and 1 where n is the number of bids. Then, we select the bid having the maximum order value and add it in the current allocation. Then, we select the bid having the second-highest order value if it does not conflict with bids that are in the allocation. This process repeats until checking all of the bids.
THE INITIALIZATION OF THE EMPIRES
First, N country initial countries are generated. Then, N imp emperor is selected from the best countries. The other N col countries are assigned to the most similar emperor.
REVOLUTION: SUDDEN CHANGE IN THE POSITION OF A COUNTRY
In this section, a new empire is made and a colony randomly is selected. Then a genome is chosen and its value is inverted. (i.e. if the genome bit is 1, it is changed to 0). After that, the selected colony is added to the new empire. This is repeated for a specific number of times. Also, the best country is selected for emperor of this empire.
ASSIMILATION: COLONIES MOVE TOWARDS IMPERIALIST
A new assimilation policy is proposed in the postulated policy. The number of emperor bits replaced with the colony bids and the conflict bids are removed ( Figure  1 ).
This moves colony towards the emperor. Also, a stochastic local search algorithm (Algorithm 1) is used to improve the quality of emperors. To improve the quality of answers in the empire, we use a stochastic local search method [20] . The SLS method starts with a generated country A, then, it performs a certain number of local steps that consists of selecting a bid to be added in country A and removing all conflicting bids that can be occurred in the current allocation. The added bid is selected according to one of the two following ways: a) The first way (step1 of Algorithm1) is choosing the bid in a random way with a fixed probability wp>0. b) The second way (step2) is choosing the best bid.
THE STOCHASTIC LOCAL SEARCH METHOD
The process that mentioned above is repeated. The maxiter is defined as a variable that represents the number of iterations and it is fixed empirically.
The SLS algorithm is sketched in Algorithm 2 [20] .
POSITION EXCHANGE BETWEEN A COLONY AND EMPEROR
A colony with a better position than the emperor has the chance to take the control of empire by replacing the existing imperialist.
ELIIMINATE THE POWERLESS EMPIRES
Gradually, the weak empires lose their power and they will finally be eliminated.
THE ICA ALGORITHM FOR WDP
The proposed ICA algorithm for the WDP is a simple imperialist competitive algorithm. Countries generated randomly according to the random key encoding. ICA starts with an initial empires (IE) which is randomly selected from countries. Then, it applies the revolution operation to construct a new empire. Also, it applies an assimilation operation to move colonies toward empires. Then it performs exchange operation to exchange position between a colony and an emperor. Finally, it applies elimination operation to eliminate the weak empires. The ICA process is repeated a finite number. This number is obtained by an empirical study. The overall ICA algorithm for the WDP is sketched in Algorithm 3.
COMPUTATIONAL RESULTS
This section gives some experiment results. The source code is written in Octave on a computer with core2 Duo 2.5 GHz and 3 Gb of RAM.
We performed several experiments to evaluate the performance of the postulated algorithm on the WDP. The algorithm is compared with some other methods, including Tabu search [14] , genetic algorithm (GA) [14] , memetic algorithm [21] and equilibrium-based approach [16] .
BENCHMARKS
To measure the performance of algorithms on the WDP problem we use the combinatorial auction test suite (CATS) [22] to generate benchmarks. We generate 50 instances for test. The instances can be divided into 5 different groups where each group contains 10 instances. If m is the number of goods and n is the number of bids, then the details of each group are given as follows: a) REL-1000-500: 10 instances from 101 to 110: m=500, n=1000. b) REL-1000-1000: 10 instances from 201 to 210: m=1000, n=1000. c) REL-500-1000: 10 instances from 301 to 310: m=500, n=1000. d) REL-1500-1000: 10 instances from 401 to 410: m=1000, n=1500. e) REL-1500-1500: 10 instances from 501 to 510: m=1500, n=1500.
PARAMETERS TUNING
We used an experimental study to determine the parameters of the ICA algorithm. The ICA parameters are the country size (N country ) and the size of the initial emperor (N imp ). The SLS search in the improvement phase of ICA, performs a number of iterations at each call to achieve the best result, equal to maxiter. The parameter wp is fixed empirically to 0.2 
THE IMPACT OF THE SIZE OF THE COUNTRY AND INITIAL EMPEROR ON THE ICA PERFORMANCE
We performed several experiments on the instances of the five different groups to show the impact of the size of the country and initial emperor. Figure 2 shows the impact of the country and initial emperor parameters on the solution quality of ICA. For each group of problems, the quality of the solution is improved when the country and initial emperor parameters increase. Figure 3 shows that the CPU time of ICA becomes larger when the parameters increase. Table 1 shows the results found for ICA by applying five groups of instances. column sol presents average revenue and column time shows average CPU time of the algorithm in second. This table shows an overview of results with different value of parameters. We can see that by increasing the value of the parameters the solution quality is improved, but the CPU time for the ICA process is increasing. 
THE IMPACT OF THE PARAMETERS ON ICA

EXPERIMENTAL RESULTS
We perform several experiments to evaluate the performance of ICA on the WDP by comparing over utilized state-of-arts methods. The parameters for other methods are:
a) The Tabu search parameters: the maximum number of iterations (maxiter) is 5000, the λ is equal to 40 and the parameter d is set to 10. b) The genetic algorithm parameters: max generation is set to 150, popsize is equal to 30, crossover rate is set to 0.8 and the mutation rate is set to 0.1. c) The memetic parameters: the size of collection C is fixed to (8, 8) , the size of generation is 100, maxiter is equal to 300 and wp is set to 0.3.
A COMPARISON BETWEEN TABU, MEMETIC, GA, NESA AND ICA
We can see that the results of Tabu, memetic, GA, NESA and ICA in tables 2 to 6. In the tables, sol is the solution found by the algorithm and time is CPU time of the algorithm in second. The result of tables 2 to 6 shows that memetic algorithm, Tabu and ICA methods find a good-quality answer for all instances while, the GA and NESA usually fail to find a good-quality answer for all instances. We can see that the Tabu is the fast algorithm. Also, the memetic algorithm usually finds best answer, but the CPU time is high. The ICA algorithm usually finds a best second answer, but the CPU time is better than memetic algorithm. The ICA algorithm has a worse-quality response 0.83% than the memetic algorithm. But the ICA algorithm 71.2% are faster than algorithm algorithm. Also, The ICA algorithm has a better-quality response 1.17 % than tabu algorithm.
CONCLUSION
We proposed an imperialist competitive algorithm (ICA) for the winner determination problem in combinatorial auction. We evaluated this method on the different instances of problems, is compared to genetic algorithm (GA), memetic algorithm (MA), Tabu search and Nash equilibrium search (NESA). The results show that the ICA algorithm is competitive algorithm. Though cannot find best answer, but find a good-quality answer in modest time.
